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INTRODUCTION
Novel and exciting ways of stimulating and simulating design and technology education through the use of ICT need to be fully explored. It is clear that the use of Computer Supported Collaborative Learning (CSCL) environments have given rise to new and innovative ways of teaching and learning in design and technology education (Thorsteinsson and Niculesco, 2010) . Previous research in the field of human computer interaction has studied the effect of presence, within such environments (Steuer, 1992) . This research has identified the need to map the pedagogical and theoretical implications of using VLE technologies in design and technology education. This has led to the creation of a pedagogical model as a foundation for using such advanced technology. This paper will describe this model and its implementation.
The paper first introduces the project then it reports the literature and demonstrates the TTDTE project. Finally, the project will be discussed and conclusions drawn.
Computer Supported Collaborative Learning (CSCL)
Individual learning has been at the root of much learning By research particularly from the behaviourist school. The role of others in this learning process is often regarded as supportive at best. Nevertheless, more recently, such approaches of the way in which learning occurs are being disputed. Of particular note is the inventive empirical work of researchers who base their theoretical framework (Vygotski, 1978; Leontiev, 1978 ).
Vygotsky's suggestion of the "zone of proximal development" (ZPD) as the site where learning occurs (Vygotski, 1978) . This zone is formally defined as: "the distance between the actual developmental levels as determined by independent problem solving and the level of potential development as determined through problem solving under adult guidance or in collaboration with more capable peers." (Vygotski, 1978) . This concept has been at the heart of the educational research of several groups that is very relevant in the current context, as they all stress the importance of studying learning as a collaborative process (Newman etal, 1989) , and they have also used the computer as a medium in which to provide new contexts in which this collaborative learning might take place Associate Professor, Design and Craft, University of Iceland. (Galperin, 1989) . 
